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/ DONT FORGET TO TYPE 
f SYS 32592 AND HIT 

\ the return key to 
[start your adventure 

YOUR GUIDE TO 
THE ADVENTURES 
OF SCOTT ADAMS! 



This isyourgutdelolhe incredible ADVENTURES of Scott Adams, 
brought to you by Commodore for your VIC-20 Personal 
Computer We've given you a wonderful excuse to spend count- 
less hours m front of your computer, struggling through mazes. 
wrestling with brain leasing problems, trying to defeat magical 
monsters and spells, while accumulating points as you come 
closer and closer to unlocking the secrets of your Adventure. 

EQUIPMENT REQUIRED: 

Your Commodore VIC-20 

OPTIONAL EQUIPMENT 

Commodore Datasette (for saving games m progress) 
VOTRAX -Type 'N Talk" " with cable, available from VOTRAX. 
Inc. (adds speech to program) 

GETTING STARTED 

t. Turn OFF your VIC-20. 

2. Insert the ADVENTURE cartridge into the wide Expansion 

Port slot at the back of your VIC- 20 
3 Turn ON your VIC-20. 
■i It your tefevtsion picture "flutters'' you may type POKE 

36864.133 and lit the RETURN key to stop the fluttering 
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5. TYPE THE FOLLOWING TO START THE GAME: 

SYS 32592 land hi! the RETURN key 
The VIC will display the title page ot the adventure and asks it you 
want to restore a previously saved game. I* you are starting a new 
game, type NO (.and hit RETURN). If you are restarting a previous 
game you've SAVED, see the section on SAVING AND LOADING 
ADVENTURES. 



IF YOU HAVE PROBLEMS 

1. Check to make sure your VIC-20 is properly connected to 
your TV 

2. Turn the VIC-20 otf and on Wait a tew seconds. 

3. Turn off the-VIC; unplug the-catrtdge, reinsert It and turn the 
VIC back on. Now type: SYS 32592 and hit the RETURN 
key on the right side ot the keyboard. 

HOW ADVENTURE GAMES WORK 

Adventure games are "mind- fantasies" I n the beginning, you find 
yourself in a specific location and you have to start exploring. You 
can accomplish a variety ot tasks by typing a ONE OR TWO 
WORD COMMAND, and hilling the RETURN key to enter it. It you 
make a mistake typing, you can use the CURSOR and 
INSERT/DELETE key to correct the error. BEFORE hitting the 
RETURN key) <By the way. the VIC screen editor ts still on. so you 
could just cursor up to retype something.! 

When you type a command, it will appear on your screen m one 
color, and the VIC will respond with a message in a different 
color. This makes »t easier to see what's happening as you go 
through the game. 



Don't be discouragec ir you don't solve the ADVENTURE right 
away. That's the challenge. You have to keep exploring and 
trying different techniques to get farther and farther through :he 
ADVENTURE. . accumulate more points. . . and get closer to 
accomplishing your mission. 



HOW TO PLAY AN ADVENTURE 

Type a one or two word command when the computer asks"What 
shall I do?" The hrst word is always a verb -an object you use to 
do something. The second word shouldindicateadirectionofan 
object Suppose, for example, that you are in a dark room and the 
computer says "ITS DARK IN HERE I CAN'T SEE, WHATSHALL I 
DO 9 " if you're carrying a torch, you can light it by typing LIGHT 
TORCH land press RETURN) 

Some (but not all) of the words you might find useful are: 



Climb 

Drop 

Enter 



Examine 

Go 

Help 



Leave 

Light 

Look 



Move 

Pull 

Push 



Quit 

Read 

Save 



Say 

Take 
Wear 



If you use a command that the computer can't do or doesn't 
understand, it will say I CANT DO THAT or I DONT UNDERSTAND. 
When this happens, try thinking of another way to say It or try 
making a verb o* the action. Instead of GO SWIMMING, try saying 
SWIM. You'll also discover that most objects can be picked up 
using the last word of their names For example, to pick up a Blue 
Ox. type GET OX, and n*it RETURN Normally you can do things 
only to objects that are either visible or that you are carrying. 



ONE LETTER COMMANDS 

The following single letter commands are allowed in Adventure To 
use one of them, type the letter, and hit RETURN 

11 V Turn the Votra.x on or oft 

2) NSEWUD Go North. South East. West, Up or Down 

3) I Take Inventory of what you are carrying 

4) L Look around and see what's there 



VOTRAX TYPE N' TALK OUTPUT 

If you obtain a VOTRAX voice synthesizer (available directly from 
VOTRAX) you can add "speech* to your Adventure games. Type V 
to activate a Votrax Type "N" Talk voice synthesizer and the Type 
N'Talk will "speak" the adventure lo you (it will still be printed on 
the screen) The Type "N' Talk must be connected ro the VtC-20 
using e«ther the VIC RS232 adapter cartridge, or the VIC to Type 
'N'Talk cabiesoldby Votrax. Set yourTypeN' Talk fori 200 baud 
according to the instructions supplied with the Type 'N' Talk. 



DIRECTIONAL COMMANDS 

To speed up play, you should type N, S. E. W. U. D instead of the 
command GO NORTH. SOUTH. EAST. WEST. UP or DOWN. For 
example, instead of typing GO WEST simply type W (and hit 
RETURN). 



INVENTORY 

To see what you're carrying, use the I or INV command The VlC 



will list everything tr-at you're holding at the time. 



SAVING A GAME ON TAPE 

When adventuring, you might want to take an occasional break 
(for food, or sleep) The VIC Adventures allow you to SAVE your 
game on tape so you can continue from Ihe same point later 
on To use this featjre you need a Commodore Datassette to 
connect to your VIC. 

At any lime during trie adventure you can type in the command 



SAVE GAME 

The VIC will respond by saying "PRESS RECORD AND PLAV ON 
TAPE" Place a blankcasselte into your Datassette. and press the 
RECORD and PLAY buttons. When the tape stops, the VIC will 
ask tor your next command. At this point remove the tape from 
therecorderandmarkit You can load this tape in when you want 
to continue your adventure. 



LOADING YOUR SAVED ADVENTURE 



When you Start the adventure program, the VIC will ask you if 
you're continuing a previous game. If you answer YES. the VIC 
asks you to PR ESS PLAY O N TAPE ' I naert your saved adventure 
tape into the Datassette, and press the PLAY button. The ad- 
venture will now continue from where you left oft 



PLAYING HINTS 



MAPPING. 

Draw a map' 



THE FOLLOWING ISA METHOD USEFUL 
IN MAPPING ADVENTURES 

Each room is represented by a box with the name 
of the room in it. and alt original items found in it 
are noted alongside 



''"-: 



FOREST 



Directions from a location are indicated by a line coming out of 
anywhere on the box but with the direction leaving the box 
indicated by the first tetter of that direction 



1" 


E 






Mud Oil 


GROVE 


SWAMP 


Trac 




w 





Fruit Sign 

The above shows thai you must go East from the grove to the 
swamp and West from the swamp to the grove- If you can only go 
in one direction, an arrow is put at the end of the path 

Trees 
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GROVE 


SWAMP 


Tree 




W 





Fruir Sign 



This indicates that upon leaving the grove you can go north to the 
forest, but you cannot return! 

The best way to use this system is to draw a line representing 
each possible exit and its direction when you enter a location. Later. 
connect the lines to 'ooms as you continue your explorations. 



1 S Trees 






Sign Dragon 


FOREST 




MEADOW 




E 


w 


E 


I.U 


H 




Mud Ofl 

N Tree 


GROVE 


E 


SWAMP 


F 




w 




Pru/f S'tff 











This way, you will nottorget to explore an exit once you get past 
your initial probe. Another advantage o* this system is that you 
never need to redraw your map- as you can add extra locations 
anywhere on your paper 
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Notice t hat on the forest the exits N, S, and W are available, but 
they all return to the forest' Note also that as additional locations 
were found off the swamp, the map was not redrawn. Instead, the 
locations were simply put where needed And since we "CLIMB 
TREE" instead of going in a particular compass heading, we wrote 
that as directions to leave the swamp. 

This is an easy system to use. Once you start using it. you will 
spend less time mapping or wandering around lost than you may 
have in the oast' (A system analyst may recognize this system as 
a modified HIPO diagram jsed to indicate program flow and 
control.* 



OTHER HINTS 

Be sure to examine the items you find throughout your Adventure! 
Also, keep in mind that most problems and solutions require no 
more than common sense to solve. Special Knowledge and 
inlormalion is rarely required For example, if an area is too dark 
to see in, you are going to need a light to avoid diasier 

Try typing HELP if you get stuck. You may or may not get 
assistance, depending on what you are carrying, where you are. 
etc. Finally, be careful about making assumptions- they can be 
fatal! 



If you are seriously stuck, a Hint Book containing hints for all 
Scott Adams' Adventures is available from Adventure Inter- 
national. Write: Adventure international, Longwood. FL. USA 



SUMMARY 

Your Adventure game is a sophisticated puzzle which will take 
you many entertain ng hours to explore and solve. There are 
three recommended approaches to the game: 

1. Try to go as tar as you can and collect as many 
valuable or useful items as possible, bringing those 
items to some "safe" location where you will ac- 
cumulate points for depositing your items. 

2- Try to "map' the Adventure so you can find your way 
through it ... in other words, decode the game and 
solve it by unraveling the physical layout of the 
different ••locations" and using your "map" to help 
you get valuable items. 

3. Solve the Adventure. . .by rescuing the Count, destroy- 
ing the vampire, or whatever. To solve the Adventure 
you ha veto find your way through the puzzle locations 
and collect the items you need to accomplish your 
"mission." 



For sheer entertainment and creative challenge, you can't beat 
these Adventure games. . enjoy' 



NOTES 



ADVENTURES BY SCOTT ADAMS 

AN OVERVIEW 



i stood Bt the bottom ol a d^ep chasm Cool at" sliding do«vn :iit sides ol |ho ccvass© 
"i i «av«5 o? heal «s»ng (mm a stream of boobling lava and to-med a mist over me 
Sluggish flow. Through* thj Bwnimn eJoUtfa caught glimpses at two ledyos "ign 

above rne one*asbnckeilheoinefa&Mafedioiead(afheinroTiartwml«adl»eri 

SOOWnQ. 

A bias: otltesh ait cleared rhemv5l'niiafrny loot andltke a si nglegravestoneabt -- 
sign appeared momenlanly A dull yieam ol gold showed at the nase at the sign 
before twingi swallowed un by the log again From the dl stancecame theangr/buz* 
of the killer Dees Co i d B b d ttWfr lethal sling* as I bad managed to escape Iho 
wrath o' the dragon -1 Reading the sign might g»»emeaclue to me dangers of Hhis Pit 

i accre-ached the sign sicwly 

Ard so il goes, Hour aflw Pour as you guide your fiHCtoconiQute' through the 
AUvonlures Ot Scott Adams «n an effort to amass treasures within tne worlds pi 
fl Ififj ation 

By 'Jat'mtiori. an Adventure isadangerousoe risky uno^' ■ wwl t-xotngor 

otnumv-sc remarkable event or eapenence. On you* DCSOOfil computer Adventure 
la lhat and mora 

P _- ng any ot the Advemure 3erles consists ol throe efememf, yon [ho user tne 

;_ __ momsei«e%. ind tie author Scot: Hdams .' O'lando. Florida 

^ausor.playingAdiveiturBisadangeraL. . . ''jeiaHlngn-nj- , - Qettqi 
oe prepared to soend many addictive hours a! the keyboard I ' you wko Challenges 
surprises, humot and betiQ fans-porteo to otner worldl - rW 'lames'cr 

you H you oiStike being forced to use your common sense and imagination or ynu 
•ruslrsta eaSHV. fV tnem jnyway. 

In beginning any Adventuru. you Anil find yourself in a ftps j lores*, on 

hiwd a small 3oac9ship. oulaide a tun noufv?. in the nnetlng room ot a nuclear p la 
in a aesert, etc By using two-word commands you move ttont 

~d *ooms" although somo rooms *epresent outdoot si tos such a* .1 I 
manipulate objuclstna I you find m the different rooms Ipickt hum ju uut them down, 
carry them etc! and ocrofitl actions as d you were really DM 

Tnr; obiec: o' a game Is to amass I'easura'o* points or accomplish somo o'.nc 
Such as pra-.en'ing lis destruction 0' 'he automated nude- MISSION 

IMPOSSIBLE S uccBSSfully completing a giime however, s 'ar easiut 10 stale than 
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toachiewe In many cases you will '>nd ataaMTfl nul n*= unable in refcstluntll v0>. ■■»".* 
. •> ot oOiecli ynu ' ■ : ■ • e M 

How do you Know which objects yOu need"> Trial andeuor. logic and wna^RBl 
Each I'rre you Iry snnie action you learn a litlle more about the game 

Hi or-rajs us lo Ibe tetm "game" agair .',•■ j 
actually puzzles because vc" haw '■■ iSscOVOl whtefl m> 
rnanichilaiinn use of magic wo'ds etc I'it looeinc EOQatrMKyau 

of accomplish the "lissinn Uke »puz?)e ttwearaanunMi of ways to Otitis pie I ■ 
together players wnn nave found ana vced all the ways to M Ihu plecBstogL 1 
ptaygrswno have Found and stored ait inGl'easjfas it li ere Jto1 31 olAdvenluro^l 
may have done so in different Wl 

In finding now ihc ounces '• he forced to 6e> ■ "■ 

apparent dead c>di a"U Scott 5 humor which ,$ O'ne 0? '"c boil parti 
Pu~*l*5 I^of an- example □' his cleverness, reao theadv^i' |a the 

bottomless ' 

IO->tWi oi i kfl nntbeingflbiefodiscovoimoFC'oom&.aon'lglveuc Play 
!he gamewiin &©■■ ■ lontafimes ttiet , . -au haven't Wed 

Wniie i oonde'etJ dov. ) ■■_--_ jtatBura contained (he 

treasure; o/C'0<3uS— Inufoggrewtn.-- - indl vhourscassed 1 muni ill 

"■^ aDIe 'o 0«jT»vi' ^Uarn-. loday but mayr>e lOfi; 1 '- ".BCJ mv PfBfi 

location of» my t altered map and beg a" -_ - __ jr^jyed 

myself off to bed i tflOUQhl jtiaut Dtbar po*- .r ■ ''.res. 

Bui enough «or rnntght TomOFFOw-anotncr c?*ck al UM 

by Ken Meuj. 
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